EETT FALL 2010 PRE-ASSESSMENT

TEACHER AND ADMINISTRATIVE DATA

Total number of teachers/administrator in the district: 328
Teachers 304
Administrators 11

Total number impacted by EETT 36

Total number proficient 22

Assessment used

Simple K12, Info Source Learning, Inc., 800.393.4636

1 FACILITATE AND INSPIRE STUDENT LEARNING AND CREATIVITY
a. Promote, support, and model creative and innovative thinking and inventiveness.
h. Engage students in exploring real-world issues and solving authentic problems using digital tools and resources.
¢. Promote student reflection using collaborative tools to reveal and clarify students’ conceptual understanding and thinking, planning, and creative processes.
d. Model collaborative knowledge construction by engaging in learning with students, colleagues, and others in face-to-face and virtual environments.
2 DESIGN AND DEVELOP DIGITAL-AGE LEARNING EXPERIENCES AND ASSESSMENTS
a. Design or adapt relevant learning experiences that incorporate digital tools and resources to promote student learning and creativity..

goals, managing their own learning, and assessing their own progress.
¢. Customize and personalize learning activities to address students' diverse learning styles, working strategies, and ahilities using digital tools and resources.

=3

teaching.
3 MODEL DIGITAL-AGE WORK AND LEARNING
a. Demonstrate fluency in technology systems and the transfer of current knowledge to new technologies and situations.
b. Collaborate with students, peers, parents, and community members using digital tools and resources to support student success and innovation.
¢. Communicate relevant information and ideas effectively to students, parents, and peers using a variety of digital-age media and formats.
d. Model and facilitate effective use of current and emerging digital tools to locate, analyze, evaluate, and use information resources to support research and learning.

4 PROMOTE AND MODEL DIGITAL CITIZENSHIP AND RESPONSIBILITY

of sources.
. Address the diverse needs of all learners by using learner-centered strategies providing equitable access to appropriate digital tools and resources.
¢. Promote and model digital etiquette and responsible social interactions related to the use oftechnology and infarmation.
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tools.
5 ENGAGE IN PROFESSIONAL GROWTH AND LEADERSHIP
a. Participate in local and global learning communities to explore creative applications of technology to improve student learning.

skills of others.

learning.
d. Contribute to the effectiveness, vitality, and self-renewal of the teaching profession and of their school and community.

b. Develop technology-enriched learning environments that enahle all students to pursue their individual curiosities and become active participants in setting their own educational

. Provide students with multiple and varied formative and summative assessments aligned with content and technology standards and use resulting data to inform learing and

a. Advocate, model, and teach safe, legal, and ethical use of digital information and technology, including respect far copyright, intellectual property, and the appropriate documentation

. Develop and model cultural understanding and global awareness by engaging with colleagues and students of other cultures using digital-age communication and collaboration

h. Exhibit leadership by demaonstrating a vision of technology infusion, participating in shared decision making and community building, and developing the leadership and technology

c¢. Evaluate and reflect on current research and professional practice on a regular basis to make effective use of existing and emerging digital tools and resources in support of student




1. FACILITATE AND INSPIRE STUDENT LEARNING AND CREATIVITY

Promote, support, and model creative and i atr inking and i it Engage students in exploring real-world issues and solving authentic problems using digital
1A tools and resources.

1B

Fail (51%) Pass (49%)
Fail (33%)

Pass (67%)

Promote reflection using collaborative tools to reveal and clarify students’ Model collaborative knowledge construction by engaging in learning with students,
[ P under: ing and thinki ing, and creative processes. colleagues, and others in face-to-face and virtual environments.
1C 1D
Fail (28%) Fail (11%)

Pass (72%
Pass (89%)

2. DESIGN AND DEVELOP DIGITAL-AGE LEARNING EXPERIENCES AND ASSESSMENTS

Design or adapt relevant learning experiences that incorporate digital tools and resources  Develop technology-enriched learning environments that enable all students to pursue their

to promote student learning and creativity.. individual curiosities and become active participants in setting their own educational goals,
2A managing their own learning, and assessing their own progress.
2B
Fail (25%)
Fail (18%

Pass (75%)
Pass (82%)

Customize and personalize learning activities to address students’ diverse learning styles, Provide students with multiple and varied formative and summative assessments aligned
working strategies, and abilities using digital tools and resources. with and technol lards and use resulting data to inform learning and
2C teaching.

2D

Fail (15%)

Pass (85%) Fail (43%)

Pass (57%)



3. MODEL DIGITAL-AGE WORK AND LEARNING

Demonstrate fluency in technology systems and the transfer of current knowledge to new  Collaborate with students, peers, parents, and community members using digital tools and
technologies and situations. i

resources to support and i ati
3A

3B

Fail (8%)

Fail (54%) Pass (46%

Pass (92%)

Communicate relevant information and ideas effectively to students, parents, and peers Model and facilitate effective use of current and emerging digital tools to locate, analyze,
using a variety of digital-age media and formats. evaluate, and use information resources to support research and learning.
3C 3D

Fail (26%)
Fail (38%)

Pass (62%)

Pass (74%)

4. PROMOTE AND MODEL DIGITAL CITIZENSHIP AND RESPONSIBILITY

Advocate, model, and teach safe, legal, and ethical use of digital information and technology, Address the diverse needs of all learners by using learner-centered strategies providing
including respect for copyright, intellectual property, and the appropriate d. ion of i to appropriate digital tools and resources.
sources. 4B

4A

Fail (21%)
Fail (3%)

Pass (79%)
Pass (97%)

Promote and model digital

and resy ible social inter related to the use of Develop and model cultural understanding and global awareness by engaging with
technology and information. colleagues and students of other cultures using digital-age communication and
4C collaboration tools.
4D
Fail (14%)
Pass (86%) Fail (32%)

Pass (68%)



5. ENGAGE IN PROFESSIONAL GROWTH AND LEADERSHIP

Participate in local and global learning communities to explore creative applications of
technol to improve learning.

5A

Fail (8%,

Pass (92%)

Evaluate and reflect on current research and professional practice on a regular basis to
make effective use of existing and emerging digital tools and resources in support of
student learning.

5C

Fail (21%)

Pass (79%,

Exhibit leadership by demonstrating a vision of technol participating in shared
decision making and community building, and developing the leadership and technology
skills of others.

5B

Fail (8%)

Pass (92%)

Contribute to the effectiveness, vitality, and self-renewal of the teaching profession and of
their school and community.
5D

Fail (28%)

Pass (72%)



